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you^^^^^M 
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for a |s 
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whatever. You riiaiy revise y6^ 
objective will help you desigri your gai^^^ 

The goal of GIA is for th^ playfe^^ 
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Ambass^ddr. Sorrie of the 
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; sorneorie--'elsev:::^ : -.■:■::• 
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f.;;- : ; • rieedxbrnbinatibn:^ 

Tools Needed^^^^^to^ 

: ^|:- ::v^; SGrewdriver;:--;,^^^ 

:.::;;;;:ii'mbrella::;::;^ 
^{§^^^^^ 

sBpbby:;:TTaps:;:art 
:::;:-;^:::v;a'rrri^d^^^^^ 



I letter G^ 

;||;:-::|::;;:Garri^ra::.- 
|:;|::i|miGr^ 

|fecime;::to::::yb 



the Adventure. Just d 
l^rirtectedj and pla^^^^ 
is the game^^^^^^m 
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l^seriptibn of ea^ 
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illllayer must go^^t 
lllar-d shdu 

||IJs^i include 
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iSubroutihes fbr Text flcJv^^ 
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The BASIG program 

easily for different ^^^ 

prbgrarriy and siib^ 

of the subroutiries are general 

be used for a^^^ 

tailored to the specific; 

and actions i^ 

merits arid read irito 

infornriatiori is theri read arid chahg^ 

::.:'gresses.v:;;^r:-.:';v> 

To use the prograni for a dife 
elude the GerieralP 
changesy change th<e^^^^^^^^^^^i^^ 
rneritsy and substitute the Ve 

■::-ypur: particular ■ganie.^v:;-:- 

This chapter describes the (^^ 
tines, gives the forriiat for 
scribes how the \^^ 
i^p)peridix A^^^^^^^^^w 

on the General Purpose Siibroutines;^^^^^^ 
which is a list of the: prbgra 

riiaxihriuni sizes for each subscriiDfed^ 

rnuril size rriay^^^^ 

Appendix B for the defiriitioris and sizes of the v^^ 

;:GiA:-:ii^^^^^^^^^^^^^^^^^ 
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^ IVIbst b^ 
tery is pu^^^^ 

^^ T 
<dat^ elements are^^^^^c^ 
gram's structure ariS can be^^^^ 
Ijieces c)f the cidy^ 

:/M 

:^:-^^^.';-;'^;Help;:staternerit^ 
•/;•:^:;:.;Objects;■:::^';^^^^ 
:;::\-:;::: Verbs; ;::;|:y^^ 
■;v:-::;';::;Cbmmands:^v;^ 

program bou^rnan 

5098 10 Rooms and Help s^ 

M 

::;:::;y;;::;;The:; formats'/^ 

the room and ari irrelevant pbjeG^^ 

;; ters;:the:;;rodm^.:;'; Ericto^^ 

^^^^^ £^^ 

derl^drtb; East, South, ^^^^^^^^^W^ 
there is rid ekitirta^^^^t^ 



6001 DATA "YOU ARE IN YOUR OFFICE AT THE CIA. ON THE 

SHELVES ARE TOOLS YOU'VE USED IN PAST MISSIONS 

AMBASSADOR GRIMINSKI'S APARTMENT IS NORTH-", 2, 
, .0 



HELP STATEMENTS 

Include up to 240 characters which offer a hint to a 
player for each roonm. Enclose in quotes. 
The Help statement for Room 1 is: 



6011 DATA "YOU'LL WEED SOME TOOLS TO BET INTO THE APA 
RTMENT. " 



COMMANDS 

Single words which perform an action independent of 
any object. Enclose in quotes and separate by commas. 
The Command DATA statement for CIA is: 



602 1 DATA " HELP " , " QU I T ", " I N VENTOR Y " , " LOOK " , " T I ME ", " SC 
ORE "."RESTART" 



VERBS 

Verbs available to the player to perform actions on the 
objects in the game. Enclose in quotes and separate by 
commas. The Verb DATA statement for CIA is: 

6031 DATA "LOOK" . "GET" , "TAKE" , "GO" , "CRAWL" , "WALK" , "OP 
EN " , " RE AD " , " DROP " , " CALL " , " UNSCREW " , "SPRAY " 
"PUSH"^, "LOAD" , "RUN" , "DRINK" , "EAT" , "CHEW" , "UNWRAP" , 
"TALK"', "SHOOT" , "UNLOCK" , "ON" , "OFF" 
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::€lose'inv:;quotesv::--:;;:::^ 

Descriptidm^^l^ 
scribe th^qbject^^^^^to^ 

Object W 
use objects in the generalized rou 

Roorn Number— The nurnber of the^^^^^^^^ 
object is located at the st^rt of the ganie^.^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 

Link— The nunriber of anb^ 

one. A LOOK at this object will p 

the linked object . Used when one object is inside 6r hid- 

;.' :::"deh; by/' anbther^ 

Take Value —The number of points this object is worth 
tbwardssblving the mystery ; In CIA, fbur^o 
value of 10; the rest have no score value . 

Take Gode— This nurnber determines the results 
player attempting to take the object, t 
1 "Player can take the object, e.g 

■:;:;:::;■■:;:■;.:■;.;■:■ off ice.:::-:;" 

2 -Object is hidden; player can't us^ 
is perfbrhriedbn another bb^^^ 
gunrv iriside the saf^ 

3 - Object tbb large to carry, e.g.^^^j^ 

4 -^^^^O 

^■::^:;;:;;:^::;:;::;:--^paneI^ 

5 - Object can't be^^^^^^b 

action perforr^ 



is linked to Objec 



4i iBASid^^F^^^^ 



i€Ri siBROyiii 



^^^^1 T 

sems d|slidM^p 
acition for eact^^^^ 
rotitinei^re called b^ 
line 20i§^^^^f 
used in mc^^ 
Charig^. T 
yerbs SE>^cif ic to 5/^ 
thpe \/erbs^^^^i 
statertie^ 
message br^^^ 
Th^ follow 

1. Tbel|<^ 
to ekaniin^ an 
destrii)ti<iri sto^ 
tli<e direct, if 

Forexarrip 
LOOFi BOTTTL 

also the descriptidn of the c^^ 
hidfecliies arid obstacles behind^^b 
the player LOdK^hroug^^ 

■/the^'clues.:'..:;::::::;^^^ 

Th^ prograni statenients cirer 



2100 


PRINT OD:iis^(N) 




21 lO 


IF" 0L( N)-=0 THEN 


RETURN 


2115 


N - QL<N) 




2120 


IF ON(N) :^ R THEN 


2100 


2125 


60T0 2110 
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; : LAST 

easils^ adapted to 
next chapter sh^ 
youi^own m 

:::rd:titiriiesv:.':^'^:[:^;^::;^ 



46 iBASlMFUN W^^ 



iftllSTfVTi/Vl€N^^^ 



f ainti^ irif drnfiaticm^ 



■::;:ii||ilii^ 
::i:-iili:l;||)rlayi 

;^:::|l|.|||||ti<>n 
iiiiiiixamp^^^ 



objects cdris^Gutively;^ 
listed arid nurnb^^ 

^^^^^^ — ^ 

;.;;;:■:;,■ RdQrn^:Num 
^^^^^^^^^^^^^^^^^^^ -^ 

?:.;:::; Object- Lihk:;..:;^ 
^^^^^^^^^^^^^^^^^^^^^^^^^^^ — 

brielBrMam 

is linkef ^^^ 
^^^^^^^^^^^^^^^^^^^^^^^^^^^^ p 

:y;:;:;Take;;.Value>;^^ 
^^^^^^^^^^^^^^^^^^^^^^^^^^ "^ 

^^^^^^^^ — 

:^;--:':;';vTakie^^Gbde-;^ 

^^^^^^^^^^^^^^^^^^^^ — 

there^ult^ofapla^ 
jec:t. See E)a^^ 



The DATA state 



70^4 DATA "PHONE" ^ "THIS IS^^^^^^^^^ 



y (PHONE is ther key WOT^ 
j^t25^ ith 

Enter up to M 
shoulcl £iid th 
regaifclihg clues and h 

^^^^^^^^^ -^ 
T^ 



;l iERBS :-::v--:i-:^:^^ 

eludes r^ 
a^<3icling^ o^^ 

:i;;:::'::;The:;verbsi f or::.G 



603 1 DATA '' i„OOK".*"GE^ 

EN»; "f^EAD" , "DI^OP" , "CALU^" 



}ROP","CALa"v '^UNSCREW" v"SPRAV'^ 
', "RUN" , "DRINK" ,"EAt"v' 



50 iBASIGp^ 



GOjrnnriancis In a D/^^ 

6021 DATA " 

The program reads^ 
stores the information iriarra 
groups of DATA statemeh^^^ 

::-n;y^^^Rooms'^:^;;;:;;^::.'::^^ 

:-::s;;;Help;;;Statei^ 

;:;v-;::;;.Gbnrima 

::;.::;:;;:;;: Verbsi;^ 

:Vy:--.^ObjectS::i:/ 

^^^^^^^^^^^^^^^^^ W^^^ 

Objects and Help^ 
pie, Robm 5 shoiild^^^ 
DAtA stateni^iits, Object^^^^^^4^^^ 

::::'nient in;the^;0bject^'gr6u^^ 
The order for G 

the line hurnbirs in th^^^ 

Gommarid and Verb routing. Fo 

linehurhberihthe^^^^^ 

in the Verb rbutihe p 

ingatlin^humbe^^^^ 
^;:verb;;;in::the:^DATA:'Stat(eiti6n 



WRlti^ 



iifii syiRi>uiiN^^^ 



liWiin t^ti^^ 
REA 

25100 IP R = 3 AND^^^^^^^N 

^^^^^^^^^ 1^ 

^^^^^^^^^^^^^^^ N 

^^^^^^^^^^^^^ 1^ 

^^ |R 
^ I R 

25iO IF Ki == 23^^^ T 
i ^2-8721 ^'v" AH 

DE AVENUE - NY 



mmB 



::;;;is:;Gdde<i;;in;:. 
:;::;/■:;:>; 251 5.::;;:;if:::;n 

Sdme of th^ ha^^ 
irhe attack Hc^^^^^ 

requires the fblldWihg 
Gheck the array of ^b 

::;;::;;;;\:2926:;;:.;:;:::;nex;t 

If DRlJGy pi^ject 10^^^ 

•then:; print; the:: nie^sage:^ ::';^^^ 

2925 PRINT^ "^ 

If DRUG is in the player's in veritOT^^^ 

:-sag<e:;::::::::v--:;:;;^;^ 

2930 PRINT "ThI DOG IS^^^^^^^^^^D 

Setthe array 6f room e 

i:;;;:^:::|:il^::i 



Iw6ll:;::as:'sduth;;;^^ 



2940 m)mm^^^^^^m^^^^^^^^ 



Ghartge the description^^^^^^^^^^ 



2<?45 0D*C14>==i ''THE FIERCE bOBERMANL 

;:;:::;v: :;;.:::.::::;: he:;; ^ 



Drop DRUG from 



::2947:^- GA (■ I );: :=V CA C IC ) ::iC; '=:::■ IG->~Vl 
2948 PRINT riHE DRUG IS USE 

;;\--.:::^:--:^::"uR,: ii\iventory;;''::::v:\.^::;:^^^ 



Arid return to the^^^^^m 

Trarislatirig the OPENi drawer obstacle in Room 5 : 

i;;:;:;tase:v;:-;:;:v;:^^ 

requires the follb\ving state 
tirietb print the nri^ssage OPE 
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2^ii ; IF M i 21 THEN P 



The hidden room behind^^^t^ 

PUSHPANEE 
requires the follbwmgstatem^^ 

::;;:;;:::;;Prin|the:^-'m 



3110 PRINT "THE panel; POPS OPEN TO RE VEAl^tHE^"^^^^^^ 



AdH the hidden room^^^^te^ 



3120 OD* (26) === LEFT* (0 

:/;■;/:■.;:■:;> It.:;: CAN' ;; BE;- 



;;;v-::And;::R|||jR]^ 

Suhrdiitinp ar€: deter^ 
cles ind hazards^^^i^ 
stair| with^^^^a 
rn<Bhts arid i^^^ 

:|^u/ith:;the:'^pr6gr^rriv;::;^^ 



WRITE VGOR OWN GaME^^^^^^^^^^^^^ 



iii|;|||l|G|li^^ 

N<)w that i/our ga 
arid f)Iaytest i^ 
ingasmdpthy j^^ 
using the ist^ps^^d^^ 



i:;. Pi.Ay;:THE::GA 

Play the p 
loGking at obj^cts,^ c 
resbli/ing obstael^g (^ 
program do^sn 
get killed bt run but of ti^ 
hugs> At this pbint, don't labbr 
ybur butf)ut; Gbncentrate bh^^^^ 

Here are tw^ 

;!NiG}ii;wHA;i 



priat^ly: y^ 

tits la^^^T 

AMBASSADOR ^^SAP^ 
TaMe IN THE COrM 

IS EAST, THE DR^WIwi ROO 

A C:i^DSEr WEST-^^^^^^^^^^^^^^^^^^^^A 

:::t:;Td:::;^i-.tA 
;:^woiAi:::;:wHAt:::-;^:;?:;^^^^^ 



THE SAVABE^^^^^ro 

::■;;;; BAST;;:: HI H;^ 



THAT WON 0^^^^^^^^ O 
l| BITE 

This Tun shows a programmin^ 
talk to the dog. It was necessary to trace your error and 
cliarige the code so the prbgprani w^ 



TEST YOUR ADVENTU^ 

P 
playy use unusual coniiTiand^ 
warit to be siire the prog^ 
ties. Try usin^ crazy \^ 

5^ i BASIG FIJN^^^^ 



;feas6riabIefireE)li^S;:t6::^ 



l\(ew WHAT ; ? BO^^^^^^^^^^^W 



YOU ARE IN THE DRAWlKlG RODH^^ 
HERE. A 

FRONT OP THE FIREPLACE SiET I hfrO 
PANEILED E::ASt wall: TH^ 

;;Nc3RTH^.-y: ::;::■:;;:;.:-.; 

: h(QW^'WHAT^; ?:- LdOK-VoEBk 



THE LARGE OAK DESK HAS A BLOTTER AND P^^ 
SET ON it; A PHONE IS HE 

NOTE PAD IB BY THE PHONEv THE DESK HAS 
A PIGEONHOLE AND ONE DRAWER IN IT. 

^NOW:;: what::??:- READ;- ■PAD:^^ 



you can just hake out this message 

:;;hel:---zxt-«93vz'arf.:;.i;;:;;v 

;j\ioW:;-whaT::;:;?:''EAt;:T 

:;YQU::;:t:ANvlT:;:;EATV:/^^ 
; now::; WHAT; ■;:?::;: BURN;^^^ 

;::i;;;::DaN:;^T;;; K^ 



I (^^ 

xDutpiit s 

Giis^ but your to 

|66kiri^ this aspect of the ^g^ 

them to i^laytest yb 






1 DON =■! KNOW HOW 

THAT J 

Here the PRINT statement in line 2435 to be 

spaijed so the word "confibinatic)n'^^ 



: lt.AYT'EST::;YQM'^ 

Enlist th^ help of 
ari<d lis^^ 



notes about their reactions. Some of the criticism will be 
bad. Just ignore it. Some of it will be good and you can 
incorporate the ideas immediately. While it is hard not to 
give your friends hints and clues, it's important to know if 
they can follow the game logic and arrive at a solution on 
their own. 



EVALUATE YOUR GAME 

Evaluate your game by answering these questions: 

Is your adventure challenging? 

Is the goal obvious and meaningful, yet the outcome 
uncertain? 

Does the game have multiple goal levels, like score- 
keeping or time limits? 

Does the program have surprises and hidden informa- 
tion that can be revealed? Do you need to include more 
of these features? 

Can other players figure out how to overcome the ob- 
stacles and discover the objectives of your adventure 
without getting so frustrated they loose interest and 
quit? 

Do you need more hints in the game itself? 

IMPROVE YOUR GAME 

Revise and improve your game. Playtest it until you 
think ifs perfect. Then, polish your adventure. You will 
get sick of it, but this is the final element that makes a 
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iicuiviisifliioi 



|>t|6rivis^ good 

i 1^ 

s|lf Sis a sep)arate^^s^^^ 

s|iruGtioris^ 

l^mphletorm 

;;:foHov^inig:;iea^^ 



firsiie^^ 

tpe tim^ of th^ 

^^ i F^ 

dallied The Plot, 
diicttir^^ siibroutiri^ 
illiistratioils if \^^ 
or* Cai^^ 
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ililiiiiii^ 

Ending M^ 
rriarid Surrim^ 
They Gduld al^ 

;:iibns(subro^ 



Hihts for 
the ddcurneritaticyh^-^ 
Elenrtent^ Strate^y^^ 
The-se suggestion 
uhne(:essairy fr 
st6irs resent npt Mirig^^p 

^:turev'::-::^V:^ 



Firiallyv include sortie pra 
nieht^tibri about to 
ganrie Each adventtire^^^ h 
hot all playeirs ar^ seasbried g^m 
HbvAAToPutUp^^^^a^^ 
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PflCKflGING €XTRRS 



If you have an artistic bent, the program documentation 
can be an opportunity to really heighten the appeal of 
your game. It can add to the intrigue and enjoyment of 
playing the adventure to provide pictures, photographs, 
maps, and playing boards and magnetic pieces. Sample 
evidence could include police reports, bills, airline tickets, 
fake medication, clothing or hair samples, fingerprints, 
and receipts. 

Scoring techniques can be augmented with checklists, 
notebooks, and elaborate scoring procedures. 

The efforts you expend on the documentation of your 
adventure may well be the key to whether others are seri- 
ously interested in your adventure. A rich imagination 
and a sense of humor should add a special flair to your 
programs, which makes them fun to write and exciting to 
play. 



66 • BASIC FUN WITH ADVENTURE GAMES 



liflpilipi^ 



D&scriptic»ii of the General P 



;;:iNpUT:^SUBR0yTiM|;io^^^ 

—-Accepis input 

^^^^^^^ -^^ 

stores it in variable B. If the ihpt^ 

■::.::v,:vv-:::-sets:;B=:a.:, 

— If TT exceeds ET, the nriaximurn time alio vve<i for 

v^i:^, ,:::;: >:^:::the;:garhe,v:-^ 

MRSING SUBROUTiNlOiOG^^ 
— 

:: :^: :;■::.; ;f ::;;•: bnd; is--' a:; ribun;/:<^ 
— 

^ V 

^^^^^^^ -^ 

KNOW HOW TC>V$,sets^V 
—P 
^^^^ -^ 

the object is either irt the current roo^^ 
tpryv and sets N=^p 

^■■;:r-:;: '•■^/■:: matched,: :\::::';:^^^^ 

^^^^^^^^ fe 

•::-:;::::V;:v:;HELP,ysets;Ni;0^(and:^ 
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NEW ROOM (500-510) 

—Clears screen and prints the room description 
when player enters a new room. 

MOVE SUBROUTINE (600-650) 

—Determines the room number corresponding to 

the direction input by the player. 
—Finds a match in D$, the array of directions, with 

N$. 
— Array RE contains the room numbers for each exit 

in the current room. 
—Sets R = RE(I,J); if RE(I,J)=0, then prints I 

CANT GO IN THAT DIRECTION. 

READ DATA (700-780) 

—Reads information from the DATA statements 
needed for the game into arrays. 

COMMANDS (900-1120) 

—Finds a match in CA$, the array of commands, 

with player's input. 
—If no match, prints I CANT UNDERSTAND and 

returns. 
— If match, uses an expanded GOTO statement (line 

900) to execute the appropriate code. 
—The commands used in CIA are: 
HELP (930-931) Prints H$, the help message, for 

the current room. 
QUIT (934-937) Prints the time elapsed, the 

score, and ends game. 
INVENTORY (940-965) Prints a list of the objects 

being carried, from array CA. 
LOOK (1000-1000) Prints a description of the 
current room. 
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TIME (1030-1030) Prints TT, elapsed time. 
SCORE (1060-1073) Calculates the total score 

for the evidence being carried. 
RESTART ( 1 100 " 1 120) Initializes all the variables 

to start a new game. 

VERB SUBROUTINES 

This section of the program consists of a subroutine for 
each Verb that the program understands. The multiple 
GOTO statement (line 2010) branches to the appropriate 
subroutine for the verb input by the player. Each subrou- 
tine contains the logic needed to perform the action re- 
quested by the player, as well as any obstacles or hazards 
encountered when that Verb is used. Some verbs, such as 
LOOK and TAKE, can be used with any objects. Others, 
such as EAT and DRINK, are only appropriate with a few 
objects. 

Each subroutine processes the request if possible and 
returns to the main program. If a request does not make 
sense, such as EAT TABLE, a message is printed. In this 
case, YOU CANNOT EAT A TABLE. 

Some verb subroutines are essentially the same for 
every adventure. Others must be changed for the hazards 
and obstacles for a particular adventure. The following 
subroutines are general: 

TAKE and GET (2200-2270) Allow the player to 
take an object from a room and carry it. The action 
performed on an object is dependent on the value of 
OT, the object take code, as follows: 

1 - Player can take the object. 

2 - Object is hidden from view, e.g., behind a 

closed door or inside another object. Object 
can't be taken until some action is performed 
to expose it. 
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3 - Object is too large or heavy to carry, e.g. , sofa. 

4 " Object can't be moved, e.g., wall or panel. 

5 - Object can't be taken or used until some action 

performed; e.g., the door must be unlocked 
before it can be opened. 

If an object can be taken, then it is put in the player's 
inventory by incrementing the variable IC by one, 
setting the array CA{IC) to the object number, and 
setting the object's room number OM to 100. 
If the player already has 6 objects, prints YOU 
CAN'T CARRY ANYTHING ELSE. 

GO (2300-2300) Calls the MOVE subroutine and 
returns. 

DROP (2600-2630) Looks for a match in the 
player's inventory array CA, for the object in N$. If a 
match is found: 

— Takes object number out of array CA. 

— Decreases IC by 1. 

—Changes the room number OM for the object to 
the current room. 

—Prints DROPPED and returns. 
If there is no match, prints YOU AREN'T CARRY- 
ING A N$ and returns. 
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;ipj|i|iiDc|li: 



Dictionary of Variables^^^fo 



TERM 


;■;;:;:: definition;: :;.;:::, ■:>;:^^^^ 


VA$(30) 


Verbs available in the garne^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 


CA$(10) 


Gomrhands availaW^^ 


D$(4) 


Directions available to move 




•;;:: :■ D$(:l);^ NORTH.:.::;:^::;v:::;. ,:;:- 




::>'D$(2) = EASTu;::.;::-^ 




D$(3) = S01JTH 




;:;;: D$(4)p:WEST;:: •-:;■■;; ;^ 


CAflO) 


Object numbers of the objects being carried 


RD$(10) 


Room descriptions 


RE(10,4) 


Room hurnbeirs of exits in each of the 4 di- 




^v:; ■rectiOns:::;:::^';;: ;;;V;::\^/::\;- ;:-/;■; ^ 


OA$(75) 


Object keywords 


OD$(75) 


Object descriptions 


OM(75) 


Object room number 


dL{75) 


Object number linked to this one 


OV(75) 


Object take value 


OT(75) 


Object take code 


IG 


Number of objects being carried 


11 


Total time elapsed 


ET 


Total time available to player before end of 




\ • ■garhervi;;;:^::-:;:'::;::^,:;-^. 


R'^'^-:'.'.':-^'- 


Gurrent room number 


N$ 


Keyword of object input by player 


m:';: ■::;;■■ ^ 


Position in G)A$v object arrayy of currerit 




.^: object :'':;v:'''^:::::;:::v-:;;-^ 


v$ 


yeifciiriput by player 
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|l|ld) Stores the 6^ 



§2imMm 



'§§i§^§^M 



^:::ProgranniV: Listing 

APPLE USERS -T^ 
IBM USERS -Replace jiri^^^^ 

i|5do:::GL^:;^^^^ 

105 DIM RD*(iOX^^^^,^ 
110 DIM DA^^^ 

^■i-50:^:-ii::;:::=:=:::/0:::Tt 
;:i;55'>:'-::^:.iREiBTdRE:--^::^ 

198 REM^^^- 

.•■i:99:::^^-::rREN 

200 §OSUB 700 REM^^^^^^^^^^^^^ R 

:::209:^-'R^:;:=:::::i-:;^^^^ 

210 GdSUB 500: RE 

^::21.5::^::;:-'^RRIN.t:v:^^ 
220 GC3SUB 30 

;-.225^::-;'::F*RI-Nt::::v:;^:; 

23§ GOSUi 9 

■y240;;::::::;:GdTo:;;:2:i5::;;.::^ 
245 GdSdB 400:^^^^ R 

2^m B^ 



2&d 


:;:::GQ^to::^;:2i5;:::.:e:::.:::4-:;;::,i:;r'i^ 


297 


:':::REM-:-'>^^::::::--^:K::S^ 


298 


REM -■^-•--^-- 


299 


::yRm-[^:::r^ 


300 


m:['=:: •'"::: :-^^^^^^^ 


30S 


•TT-=::.Ttv;+::::3:;:-^;S'-" 


310 


IF tT>ET THEN PRINT "SdRR^^ 




YOU RAfSI OUT OF TIME": END 


315:: 


INPUT ''NOW WHAT ?";R* 


320 


•^^■pRiNT.v--'v:::\::;;''-::--\--o^ 


325 


FOR B = 1 TQ LEW (R* 


330 


IF MID* (R*^B>i) = '' '■ TH^ 


335 


-■HEKT^:'\^^^^^^^^^ :;■■-::■■■:•■■:■■ :":^^^^^ 


340 


B:;:=^.;0>:-::: -^^ok^^^^'V - 


345' 


,v:REtUR:N-v "^":-^::'0^'^ 


397 


:/^^:REM:^yV:.-.::::: :-.::::::}.-::-:^;,:,v:^^ 


398 


^^:-REM- \g-~--PARSIN6|~-~:^;-^- 


40O 


vm- 


405 


: V FOR-'' V =:--t ';tO:: NVv- :: 


410 


IF V* == VA*(V) THEN 435 


415 


v^NExt- Pr; ^•:;::;.:;:r ;./;- 


420 


pRINT" I ocDN ' t KNOW HOW TO " ; ! 


425 


'V'=^''o^::-):^^ 


430 


■r::mfum-:3:':::yWc 


435 


L=LEN(R*): REM NOUN 


440 


N* = MID* (R*,B + 1,L) 


445 


FOR N =i 1 to NN 


450 


IF N* = OA* (hiy AND (dM(N) =^ R 




OM<N)= 100) THEN RE:TURN 


455 


:-:NEXT-r:^'X^ ,^^ 


460 


PRINT "IT WON ' T HELP " 


465 


N:;;=:- ov ::::,;- •^:::::;^::^:;;:^^^ 


470 


•;vMtURN :":':••■;::' '""^ 


497 


,;-REM ::/;-,-:^:;,:v:,^;:,::^:;::;^:s^.^ 


498 


REM ----Mew iRooM-- 


499 


:;i-:RE:M;^\:.;v/^-v-':::?:\-:^::vv 


5p0 


.: HOME- :::v/::^::i- -::>;:;: ^-:-.^ 



RETURN 



m 



OR 
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mm 

598 
5*?9 
6dC) 
605 
610 
615 
625 
630 
635 
64^0 
645 

650 
6>97 
698 
699 
TOO 
720 
^:-:'730-^: 
\:73S::. 

:^;73-<b;':^ 



^/.::Goto:^i^:645:;-::^::::^ 

::::^:::^F^;:,RE:<R-vj:y 
r;;>™:v: RE;<;^ 
■l;'GOsue:'i50o:::^:.^^^^^^ 
■■::^RE:tijRN:^-:;;-::';:-::::^ 

PRINT ''I CAnI^^T^^^^ 

::::REtURN::>^:^;:^-:-^^-^ 

■;-REM::;:;:^:::::;:-;:?;:';^^ 
^v-Iem-:^';;::^:;:-----:-™-"^ 
^:'':-REf^:::::^:::::::::--::v::^^ 
::::rem:;::;^;:;:^:::-:.::.:^^ 

READ NV|NRVNC>,^^N 



for I = 

FQR J =^ 
jIMEXt 
FOf=? i ==: 



1 TO NR: READ RD4:CI) 
1 to 4i 



NEXT 



1 TO 10s READ H*(I)s NEXT 



740 FO^R^^^^^^^^^ 

742 FOR I ==:^^^^ t 

■:745:^-:::-'F0RN^^^^^^ 
750 READ OA* ( I ) 4 CDD* (^^^ 

;:755::::-::':'-'[\iEx;T:-v;:-^^^^ 

765 D*(i)i^^^^fe 

770 D4:C3 )==='' SOUt 

:v7so:;---::::^REtuF5:N^:::i;::::^^-^^^^^^ 

:;-S97;-:s^:'RE'H:-::'^^^^ 



APPENDlXGi75 



S9e REM COMMANDS 

899 REM 

900 FOR C = 1 TO NC 

905 IF R:|" = CAt(C) THEN 925 

910 NEXT 

915 PRINT "I CAN'T UNDERSTAND " ; R^ 

920 RETURN 

925 ON C GOTO 930,934,940,1000,1030, 
1060, 1100 

926 PRINT "INVALID COMMAND CODE"Cs RETURN 

929 REM COMMAND - HELP 

930 PRINT H:i:(R) 

931 RETURN 

932 REM COMMAND - QUIT 

934 INPUT "ARE YOU SURE YOU (aJANT TO 
QUIT? ";R* 

935 IF R-$ = "NO" THEN RETURN 

936 GOSUB 1030 

937 GOSUB 1060 

938 END 

939 REM COMMAND - INVENTORY 

940 IF IC = O THEN PRINT "YOU AREN ' 
T CARRYING ANYTHING" s RETURN 

945 PRINT "YOU HAVE" 

950 FOR I = 1 TO IC 

955 PRINT OA:|:(CA(I) ) 

960 NEXT . 

965 RETURN 

999 REM COMMAND - LOOK — 

1 000 PR I NT RD^ ( R ) : RETURN 

1029 REM COMMAND - TIME - — 

1030 PRINT "ELAPSED TIME IS "TT" MIN 
UTES.": RETURN 

1059 REM COMMAND - SCORE 

1060 IF IC = THEN PRINT "YOU AREN 
'T CARRYING ANYTHING"? RETURN 

1065 S ™ 
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1073 PRINT • 

;;io99::;;;;-rem:-;:v:;:;::,:;^ 

1166 INPUT ''ARE Y 
1120 PftllNlf ''SINGE YOU 

:^::.:-:::,:::-:':'::::-:::resTar 
:i:99-/^.:^:::'-:'-reH:::;-:^:-^; 

199B REH^^^^^^^^^^^^- 

;::i'999',;'::-rem:^:o:-:^::\^:V;^^ 
:-26o6 ::;:y::TF^::QT:( N ):-:;;<- 
2661 PRINT ''YOU CAN^^^^ 

:::::::^^-::-::;::'::f^''-j:^^^^^ 

2616 ON V GOTQ 2l60,^2 

306 ^2300 ^2466 v2:506p6d 
6 v2906v 3 100,3200,^^^^^^ 
3500 V 3666 v376<>y 3806^ 

^:-;:^:;:):-.:^.^: 06v-:'" 
2011 PRI^ 

v:2099:^^^:'-:;:RiN::-^ 
^.■2166- ■■^■PRI^NT:^ Ob^'(N^^ 
2110 IF OL(N) == 6 THEN 

^:-2ii^:''-N:;-'=:-fbL.;'(W> 

2126 IF OH(N) == R TH^ 

i:2i25^':^-;---Gd¥c3-::^:2i^:io:^-:v:^^^^^ 

::2199::;:v:::rem:::::-::-^^^^^^^ 

■2260;':'K:::;.==;^ 
22C)5 OI^J i GdtC)^^^^^^^^^^2 

2266 PRINT ''I NV 



2210 IF IC < 6 THEN 2220 

2215 PRINT "YOU CAN'T CARRY ANYTHING 

ELSE"s RETURN 
2220 IF OM(N)= 100 THEN PRINT "YOU 

ALREADY HAVE IT";: RETURN 



2230 


PRINT "TAKEN" 




2232 


OM<N) = 100 




2234 


IC = IC + 1 




2236 


CA(IC) = N 




2238 


RETURN 




2240 


PRINT "SILLY, " 


THAT'S TOO HEAVY 




TO CARRY": RETURN 


2260 


PRINT "THAT'S 1 


RIDICULOUS! "s RETURN 


2270 


PRINT "YOU CAN 
" : RETURN 


'T TAKE "N:|:" YET, 


2299 


REM VERB 


- GO 


2300 


GOSUB 600: REM 


MOVE ROUTINE 


2310 


RETURN 




2399 


REM VERB - 


OPEN 


2400 


IF N = 12 THEN 


2420 


2401 


IF N = 18 THEN 


2430 


2402 


IF N = 44 THEN 


2440 


2403 


IF N = 49 THEN 


2450 


2410 


IF N == 17 THEN 


PRINT "YOU STAB 




YOURSELF WITH * 


FHE TIP", "WHICH I 




S A POISONED DART.", "YOU ARE RUS 




HED TO THE HOSPITAL" , "END OF GAM 




E": END 




2411 


IF N = 21 THEN 


PRINT "OPENED": 




0L(21) ■•= 57:0T(! 


57) - is RETURN 


2412 


IF N == 37 THEN 


PRINT " OPENED "s 




OL (37) - 38s OTC 


38) = lsRD*(8) = 




LEFT:*- (RD'-|:(8) , 


169) 4- "OPEN": RETURN 



2419 PRINT "A "N:|:" CAN ' T BE OPENED": 
RETURN 

2420 IF 0T(12) = 4 AND 0T(i3) = 4 THEN 
PRINT "OPENED" : RE (2, 1) = 3: RETURN 
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2424 IF OT^ 
^^^^^^^^^^^^^^^^^^^^^^^^ D^ 

t GG3ES tJFFp^ 

2430 INPUT •' GOME I l\IAT 1^0 
2432 IF^^^^^^^^G 

^NED''sO 

OF lAN RR-i3 

E PADDED GABEv"! 
2435 PRINT ''S(DRPY^^ 

HE RIGHT COMB I NAT ION ''^^^^ 
244(> INPUT ••GOMBTlNiAT 10 
2442 IF 04^=: "20-- 15--- 9^^^ 

OPENED'' sdti (4^^^ 

D*(44) " OD* 

2445 print "sorry --cohbinatto 

:'-::::;:::::^::;;::;';t:;'r 

2450 PR I NT " OPENED '' : OT ( 5 i >^^^^^^^^^^^^^^ 

> :=:: 51:RD:$^^< 

2500 IF R == 3 AfslD N^^^^^^^^^^^^^^^ 
••THE TEl^EPHOiME Bli^ 
T TO 322™96 
GRAND (SENTF^Ai STAT 
ANOUNT IS *247.3i FD^^^ 
TANCE CHARGES TO WASH I NGfd 

■::::;::::v^;v:;:::'*s::\:RETURNy^^ 

2505 IF N ==^^^^^^^^^2 

JUST MAKE OUT THIS HESSAGE'^^^'^^^^^^ 

:::-::;: ■::;'^;^^:^::::':^::~"Z XT. :9^ 
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2525 IF N^^^^^^:^^^^ 
2530 I^B^^^^ 
1S90 PRINT 

:::;:2'^oo:::::::-:;''for^;^ 

:;K-2ii;65>:::;::vi::iF:y^ 

;;:::2ii:d:::";:;:iv4fe^x 

2^15 PRINT '^YOU^^^^^^^ A 

;::^:2i20:;:^-drt;(:CA:(;i-)-:^>^-:^^^ 

■^^::2fel2v:^:GA^:(:T:)^:::^ 

:v::2625:^-'::iG:^::'^:^::::::.r 

2<Ey3t> PRINT ''DROPPED"^ 

:;::::2i99:-:::::::;'RiM^:^." 

27^00 IF" N == 53 AN^b 

2708 IF N^ <^^^^ 
^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ N^ 

2709 PRINT '^Y0^ 

27iO^ P 
^^7lt PFiiNT '*HEI^ 

i^:>^^:^-:::-:'^^-:-^:;v;v:::ouR^ 

;;;:;:271.2:::-:::::v^^ 
2713 PRIN^^ 



2720 F^RIN^^^^^^^^ 

:,:/'2730;:::::::::PRI 

;:::;273:i:;:::;:::pf^ 

273S PRIhiT "to ARREST THE S 

::::2733;:;TT:::;;:=.::::tt:r+:sA 

:^:273#;:. "': PRI NT:>-'^;,::.:;;a:^ 
2735 PRINT "AMBASSADdR eft fM 
IVES HOME At" yV 10-30 TO^^^^^ 
RATIVES WArTINe'',''fd 

,:27M U PRINT-' "^^ 

2737 Pft INT " you ARE HANDSOMELY REWAft 
DED FOR YOUR" ;"CL.EVERSL.EUTHlNe.^^^^^^^^^^^^v£ 

2738 PRINT "YOU SOLVED THE MYStERY I 

::; ;:::..^:-::::Nf^"^rTtr"'^::^MlNUTES.^ 

:^2739v^::vE^lD::,^:-:,;;•:::;v;■^ v::;;^^ 

-2777;v.;'RE:M;3^::::,GEt\,EVlDENGE:::A^^^^ 

278r IF R* == "'• THEN RETUR^^ 

-2782',:,;'FbR ;;t-;^-::::;l;vTO'v;iC^"^^^^ 
2783 IF R* = UA*(GA<t) J THEN 27'S6 
■2784 : V NE:XT:3 /::-:■ /■■3^:;V';;V/^:;-:,^^ 

2785 PRINT '^YOU'RE NOT GjCiRRYING A "R 

■•:;■: :;^:-'V,*::::;e0Td^'27S0:-:v:;v 

•::2786:: v^-^^F-OR:/: j^:;=s ::■ i.::itd; ::^^^^ 

r::;\ :-v IXv;:THEN:;,27SQVi: NEXt;:-:'^--'^^ 
:2787'':^:;'S0Tb^::;27a9:^:^:V:;':-:::i'^^^^ 
2788 PR iWt"YbU ALREADY 



iSsiS PR 
1825 1^ 

i:;:;lil:;:::;i:;:::R 

ilOfM IF W^^^ = 

|iii:ia;il:::^FtiR:;^:^^^^^ 

i2<?15 IF CACiy^^^ = 

f2;92o:.v'^:::;NEX;T::::^^^^^ 

2^25 PRINT " 

2930 PRINT ''THE DOG IS DR 

19:35 RE (3^1)^^^^^^^ =^^^^ 

2940 F^b*(3)^^^^^^^^^^^ = 

tni DRUGGE 

2945 0Di^Ci4^^>^ 

XES DRUGGED ON^^^^^^^^^^ 

:^il.94t:::;cA:(:i):::-^ 
M4i p^ 
ii^il N 



310*? F'ISiNTS'^ 
3110 PFirN% 

;:;:31:15::re:;c5:'^^ 

:-/3i,25:-:::':REtijR'N:;:^^^^ 
;:3i,99::;^:;:rem::'-^^^^v::.-^^^ 
;^'320o:^::-:;vi'f:v:'n:::^ 
3205 pRr 

program is alrea 

3215 print ''that won' th^e 

:32<?9:::^;v;;^:rem::^:::;:^^ 
:33oo::;-s::iiF:::::;N^;;'=^:v;^ 

330<? PR^ 
::>310 IF dt^^ 
^^^^^^^^^^^^^^^^^^^^^ u 

::331.iv::^dT;X'28):^^^^^^^ 

3312 PRIhit •'THE F'RO^G^ 
ING'TON D.C 

^^^^^^^^^^^^^^^^^^^^^^^^^^^ A 

3313 INPdT "PtEA^E^^^^^^ t^ 

3314 IF C* ===1 '^£1^ 

::;:::-;::::n:-^^::::;;;332o:^ 

:33i::7:::-;';^IF::;'C3;l:;^^ 
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^^^^^^^^^^ i i^^ 

AR RE&IST 

3330 PRINT :^P 

DE " THE SCREEN^^^^^^^^^^e 

I ^ AV 

l3333:^::^:;:^"t3bSlJB::V:40^ 
3334 IF V* =^^^^"^ 

333fe^^^^^^^^^^^^^P 

Ki FIRES. ...",^^^^^ 
^^^^^^^^^^^^ E 

^;y339.9:-:;:y:'^^RE:rt^^^ 

340O IF N == 3<b^^^^^^^^^f^^^ 
l=^dlSONED 
"^ND CALL THE AM 

3405 PRINT '<yOUCAI\l^T 
3499 REM^^^^^ — 
i3500 IF N ^ 39^^^^^^d 

''YOU FOOL! THESE ARE^^^^^^^ 
PStJLES- ''^ '^YdU F^ 
^^^^^^^^^ ^^ 



3510 PRINT ''YOU^^i^ 

■^3599;::;; REH;l-::::::;^ 

PER CONCEAL.^ A^^^^ 1^ 
IGROFII^M. "s^^^ 
3609 PRINT "IT DOE 

3700 IF Ni 14 THE 

'T SPE:AK ENGL^ISH! "^^ R 
3705 m^ 

;-3799::::::::REM:^::';v::-^':^ 

3800 IF N == a^^^^^^^^^^d 

vy:.-:/:::::::^^;::3Q05:-:^^^^ 
3804 #'RIN 

:38o'5:::;::^^;fdR;^^ 

:3806-::;::-:::-IF;:::-G-a:<'I^')-^ 
:3807::::y:-:^:NEX't:;::.:;:;' 

3808 IF R= 6 A 
"YOU bON'T-^^ H 
Th+INB EI^SE TAKEi tdO^^^^^^^^ 

3809 print "you ha ve^^^^^^^^n 

:;/:-:/---:::::::v:;:;t::-^w^^ 

3811 IF R ==^^^^^^^3 

PRINT "THE DOG BITES YOUR HAND 

:38i:4--::';^::::-iF:vR;::;:<v 
us^^^^ 

38i-5:^::::::;'IF::':-d:;-;^:--:::n:-:::-.:^^ 



APPENDIX CtM^^^ 



iiiii:if|ii 
:S;3|20;:::;:;;;;:f 

3i25 I P 

itiid PRINT '^^ 

:i|i2a:i::::;iF:;::;i\j 
i|02iv;;:v:::;:::::i;p^^ 

§<:>2MP 

|025 |RIN 

|§.<:>9*?:::;:v::rem;^ 

lil;:i:;i;:;::iaiF 
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4114 OD*<NX = L.EFt^^^ 

:;;41;15;<:"^RETURI\(-.::-:::::':;f:^^ 
::-'5097^':::'^'-iDATA:::--':::^24" 

6001 DATA "YOU ARE 
THE C^^ 

dOLS YOlJ ' VE USED IN^^^^ M^^ 
IONS. AMBASSADOR GFT^ 

PARTMENT IS NORTH. ",2V0^ 

6002 DATA •■ YOU A^ 

ENUE THE ENfRANCE: to AMBAS 

SADC3R GRIMINSkl'S SMAL.L. BO^^ 

Et^EBANT BAGHELdR APARtMENm^^^^ 

OU SEE A HEAVY Woo 

A NOTICE ON It I^JARWINB OF 

N 

6003 DATA "THI SIS THE MARBI^ED ioYEiR 
OE-^^^^TO^ 

TMENT. THERE IS A TABLE IN 
THE tORNER.^^ W 

S EAST, tHE DRAWING R&OM IS NO 
H AND A GLOSET WEST 

DOG CHARGES TO AtfAGKv ",0,0^2 

6004 DATA VYOU ARE IN THE FRONT HAL^ 
GEDrtRGLOSET. HEAVY dVERGO<^tS A 

ND A tRENGHCOAt ARE^^^^ W^ 

P. BOOTS ARE ON THE FLOOR AND 

THER I TENS ARE IN THE GORNER. "^^ 6 

.v.;;: ;::::.-/ ,:3V0;,'0::;^vv-;::^-V:,:::,, 

6005 DATA "YOU ARE IN THE DRAW tN^^^^^^^ 
OM. A DESK IS HERE/ ft 

A GOFPEE TABLi ARE IN^^^^^F^^ 
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I i ER^ A 

i AND BUTG 

TWi f ^ 
mm 

THF^OOI^ AW0 
I ill t DATfe^^^l" 



6013 DATrtS-i^gOM 

6014 DATA "FIRST IMPRESSrONS^ 

6015 DATA MTHERfe I 

:: ::;; : ^:,:; :v;: ^ EETS;: :THEv;lYE^::/'^:^ 
<iOl6 DATA "RUNNI 

6017 DATA "I CAN* THEL 

6018 DATA "BE SUSF="icld(J& OF ITEM 

6019 D(in-A"TOINGS ARE OfTE^ 

::■^v:^^:::^^■^^:;;.::■:THEY-SEE^^^ 

6020 DATA "DON'T dVERL-OOK THE OB VI^O 

6021 DATA MH 
,"i-gdK","tlME^ 

6031 DATA "L0OfC"v"(3 

"GRAWl^'^^ "WALfe"^ "OPEN" 

OP" , "GALL.'^, "UlNlSCREW" V"SPR^ 

,"i==IJ^H"v"l-OAD'^,"^R 
"EAT" t'^GHew-', ''UNWRAP 

70d 1 DATA ''NORTH "y" I T^^^^^^ 

7002 DATA "EAST" i'' IT DOESN'T HEL 

■;;:•::/;::■v\^:•,:I:6o■^,=^;o;v4-^" 

7003 DATA '■SbUTH''^'viT^^D^ 

■-:::;:::•:;: :^:":V^ioo^^,^0:,o-V4:v:^-^"^^^ 

7004 DATA ''WEST", ''^^ 

•;■•::;;:::;:,:::;■::> •too v:o^p::,v^ 

7005 DATA '■SHEL.VES''y"SHELVES^^^F 
POisiS AND T00li§ l-lNE THE^^^^^^^^^^^W^ 
XT TO YOUR DESt«:^K 

NUMEROUS ITEMS WHICH 
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I TENSITY SMOKE BOMB'' |i-^^ 

|<>08 DATA? '"P 

S7Q09 DATA '■KEY'',''A SKE 

7^510 DATA ''DRLI 

•7011 DATA ''BUM'', ''A JiA 

7<:^12 DATA '•DOC]R'',''tHi H 

- PA 1 NtED BLACK .A BRASS KEY 

V OU CAN SEE 
S ETTHERSIDE OR THE DOOR WHIG^ 

ST RADIATE AN EL.E:CTRONiCAL.ARM 

7013 DATA ''ALARM'', ''^ 

EWED INTO i=^tAGE. '',2VO,0,5 

7014 DATA ''DOG'', ''THE SA'v'AeEDOBERHAN 

^::::-:;:::":::::;;vt:;;him.:'',3;^:0:,-ov 

^01 5 DAT(^ •' TABli:E'' ^ ■' THe 

NT HALI_ TABLE HAS A tORtOISE 
SHELL LETTER tlRAtC3N IT FOR 
BUSINESS CARDS AND MAIL; THERE 
ISA LETTER IN THE TRAY^" , 3 , 

::;::V:#-^:?:::o,Ovi;:v:V::.-:-:.^^ 

70i6 DATA ''LETTER'', ''tH IS IS APR AREN^^^ 
a L* A TELEPHONE BILL THAT HAS 
« ^ B 

I atHE fELEPH 
90 r BASIC ra^ 



7otm m^ 

BINA^-iON LbGK^'',4^*^^ 
S7019 DATA ''DEStC'^^ ■■THE L,A^^ 

sn: HAS A BL^OTTER^ A 
^^^^^^^^^^^^^^^^^^ f 

NOTE Pi^D^^^^^T 

ESK HAS A P I GEONHOL-E AND ONE DF?A 

;v^:A::\^:';\:\:wER:V;ihj.-:i;T^;-'^ ::::,:5^^^ 

7020 DATA ■• PAD ''^"At^HdlJGH^^^f 
PAD IS BlaANK YOU CAN^^^^^^^ffiS 

^^^^^^^^^ N 

7021 DATA "DRA 

ARDPIJliL DESK DRAWER. ''V5\ 

7022 DATA " P IGEONHdLE 'Vv •■ THE P I GEONHO 
I^E HAS A PAID^^ 

7023 DATA •■BIl^l.'^,^^THeBILlL IS Pf^C) 
He TELEPHONE COrtPANYw^', 5, bVO^I^^^^ 

7024 DATA ■•PHONE", ''f HIS IS A BEIG 
E f=OSH BUTTON DESK RHONE ^'^VS^^ 

7025 DATA '• NUMBER ^'V'' THE TEL^ 
NUMBER is PRINTED ON THE BASE. ■' 

^•C::-::;^: ;:,5.-:6,^0:.^:4r;:;::f: 

7026 DATA ■•PANEL'', ■■THE PANELS AF!ET 
ONGUE-IISI-GRdOVE. d 

LS SEEMS MdRE WORN THAN TH&^ 

■■^:^:^/ ::::-d:THERS. '■%^5:,:0:^,;6^;4---:--:^ 

7027 Data ■•SHELVES'', ''THERE AftESdPTW 
ARE PROGRAMS AND BLANK DlSkS^ A 
NtMAhiUALS ON THE SHELVES. ''vA^^d^^ 

7028 DAT(Ci ''PRdGRAM'';'*dNE P^^ 
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7(531 DATA 

1*332 DATA "Hon I TOR" 
f 033 DAT 

i03t DA^^^ 

t035 DATA "DEGANT'ER 

7<>3<S DAT 

7037 DATA " GAB I NET " , " TH I ^ I S A FA I R 

i:;:^:i:-:::::;i::::'v:^T::^ 

f03i I>AtA "^ 

:::^::|:|::::;;::::'::^:suLEi-:^ 

7039 DATA^^^^" 
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7040 DATA " TABLE " , '' THE BEDSIDE TABLE 
HAS A PHONE ON 

^^^^^^^^ P 

:: ■:::v:/^-:;:v0-,.3-;;^^;v 

7041 DATA "PHONE" ^"TrtERE IS A N^ 
ER PRINTED ON TH& PHONE. ''^^^^^^^^^^^^^K^^^^^^ 

7042 DATA "PAPER", "A PIECE OF MdNOGR 
AMMED WRITING f='APER";9 

7043 DATA "GOMBiNATlbN","THER&^M^^^^^^ 
A COMBINATION WRITTEN ON It,", 9^^ 

7044 DATA "SAFE'',"tHIS IS A STANDA 
RD COMBINATION SAFE. ",9v^ 

7045 DATA " GUM "^ " A F-AChJ OF ST I GK 
TYPE PEPPE:RMINT GUM. EACH STI 
CK IS WRAPF-EID IN PAPEft^V, 9-0,0^2 

7046 DATA "MICROFiLM", "THE MICR 
ILM HAS BEEN DEVEILOF-ED BUT YOU GA 
N'T SEE IT WITHOUT SPE:G I AL^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 

^^^^^ E 

it^S PRETtW^^^^^^^^^^^^^ C^^^ 
AVE FOUND. "v9,0; 10^2 

7047 DaTA"SHE1LvES";"A VERY SOPHIST 
IGATED CAMERA IS ON ONE OF THE 
V SHELVES. ",10,0,0,4 

7048 DATA f'CAMERA"^ "THIS CAMERA IS U 
SED TO PHOtOGRAF-H^^^^^^^^^^^^^^^^^^^^^^^^^^^^ D^ 

S ON MlGROFILM."^10jOvlOVt^^^^^^ V 

7049 DATA "CABINET", "THIS IS A LAFiG 
E MIRRORED BATHROOM CAB I NE 

;;;\^;:: l:^yT. " ,;i0'v0^,O',4:i;:;^;.:V^ V 
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iiiiii 

iosi DATA ^ "BaTTL.ES^^"^^^^ 

S:::£W.::p■,rHELVES.^'^ 

mosm DArm "^^ 

kS ON ANI> TAN^^ 

7053 I3AT<^ "HiADQUARtERS'^ 

17054 DATA "CAf=SyLES''|^^^ 
$ RE EkONGA^ 

^H A 

#355 DAT A ''SiBEBOARD '^ , •' A k QRNAT 

;l:aij:|:j;]iv:;s:tDEBdARD^^^^^^ 

4 ED et^Ass w 

Si705S DATA " NUMBER" ,■' THE NUMBER IS 

y7<357 DATA ''PAPER *^v''^ 
g --8 ARE WRI^^ 

R ON THE TOP OF TWe bR:AWER;''v5^^ 

7058 DATA ''GRIMINS(<I''v''THE WHITE 

IRED MAN IS DRESSED IN EVEN 
} InO GL-OTHES'^ 

7-059 DATA ''CORNER ''v'' YOU ARE LOOKING 
AT THE CORNER OF THE CLOSET. '■ 
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'^^^^sml^ 



>:'SampIe^Run;for::GIy^-:;'^^ 

YOU ARE I[\[ YdUF: OFFI^^G^ 

THE SHELVES ARE TOOLS YOU'VE U 

PAST MI SSI OhlSn AMBASSADOR GR^^ 

;■ APARTMENT:::^l'S:rNORTH^^^^^^^ 

;:^Now::-:;wHAT-:::?;^^ 

SHELVES FOR WEAPONS AND 

WALL NEXT TO YOUR DESK. Tt^EREARE^^^^^^^S^^^^^^^^^^^^^^^^^^^^^^^^^^^i^^^^i 

numerous items which may help you on^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 
::yoijr;:^;:asstbnmentv::v:7:,^^ 

an all-purpose screwdriver with^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 
collapsible handle;^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^s^^^s 
a mark mx hi gh- intensity smoke bomb -^^^^^^^^^^^^^^^^^^i^ j 

AN AUTOMAT ICPPK-3 PI StdL^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 

;^AvSkeleton:'->:;:ey:::'::1:';::\ 
a^ small can of insta 

A MARK 3K Hi^RPOON GUN Wl^t 

;;l[i NE^.:;' .;::::;::■::::::;: :^^^^ 

NOW WFIAT ? GET SGIRE^ 

::T-AKEN;';::v::::';-::^^ 

NOW WHAT 7 GO NdRTK^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^I 

YDU ARE AT 14 PARKSiDE^^^^^^^A^ 
ENTRANCE TO AMBASSADOR GR I MINSK! 'S 
SMALL BUT ELEGANT BACHELOR AF-ARTMENT^ 
YOU SEE A HEAVY WGJODEN^^^^^^^^ 
NOTICE ON IT WAi=;:N I NGf^O^ 



NOW WHAT ? OPEN DOOR 

THE DOOR IS LOCKED. 
NOW WHAT ? UNLOCK DOOR 

YOU HAVE NOTHING TO USE TO UNLOCK 
THE DOOR 

NOW WHAT ? GO SOUTH 

YOU ARE IN YOUR OFFICE AT THE CIA. ON 
THE SHELVES ARE TOOLS YOU'VE USED IN 
PAST MISSIONS. AMBASSADOR GRIMINSKI'S 
APARTMENT IS NORTH- 

NOW WHAT ? TAKE KEY 
TAKEN 

NOW WHAT ? GO NORTH 

YOU ARE AT 14 PARKS IDE AVENUE THE 
ENTRANCE TO AMBASSADOR GRIMINSKI'S 
SMALL BUT ELEGANT BACHELOR APARTMENT. 
YOU SEE A HEAVY WOODEN DOOR WITH A 
NOTICE ON IT WARNING OF AN ALARM SYSTEM. 

NOW WHAT ? UNLOCK DOOR 

UNLOCKED 

NOW WHAT ? OPEN DOOR 

YOU DIDN'T DISCONNECT THE ALARM. 

IT GOES OFF AND THE POLICE COME AND 

ARREST YOU... END OF GAME. 
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Your mission is to prove that the Russian Ambassador to the 
U.S. is a spy. But don't get caught! Between you and the 
evidence are some deadly hazards and booby-trapped 
clues. 

Once you master the game, your next challenge is to create 
an even better adventure with your own ideas. BASIC Fun 
with Adventure Games will show you how. Using the simple 
instructions, you can add new twists to this game, or use it as 
a model for creating your own adventure game. You'll learn 
how to develop a plot, define the solution, and determine all 
the objects, obstacles , and hazards- and then how to trans- 
late your ideas into a BASIC program. 

With BASIC Fun with Adventure Games the possibilities 
are endless. All you need is imagination and the know-how 
to put your ideas into a BASIC program! 
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